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Violence.

Initiative.

Roll a d20 for each individual or group 1 involved
in the combat. Write these down and resolve, highest
first.

Do this at the beginning of each round.

Shooting.

To shoot someone, roll 16+ on a d20. If hit, make an
Injury Check.

Roll with an Advantage when the target is not in cover
or moving. Training is an Advantage. Other factors
which might grant Advantage include optics, elevation,
or taking time to aim.
When firing multiple shots, each shot takes two Disad-
vantages if the target isn’t up close. Firearms with
no stock take an additional Disadvantage when firing
multiple shots.2

Handguns take a Disadvantage to hit targets far away.
Rifle calibres add +4 to Injury Checks.
Shotguns add +5 to Injury Checks up close, and +2 at
medium range.

1Use groups for larger scale actions involving, for example, 3-4
bands per “side” of a conflict.

2Roll a single set of disadvantages and apply to all rolls for
speedier play.
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Injury Check

To determine the severity of an injury, roll a d20.
Each Injury they already have adds +2.

Armour is a penalty to this roll. Civilian or discrete
armour provides a -2; military hardsuits -4. Not all
armour is effective against all weapons.

d20 Result

1-6 Flesh wound. No effect.
7-12 Injury.
13+ Down.

Injury.

An Injury is not just an abstract measurement of dam-
age. The referee should endeavour to make Injuries
real: broken bones, debilitating wounds, blows to
the head. Having an Injury gives a Disadvantage to
activities using that limb.

Down.

After the violence, roll a d20 for each person Down.
Add +2 per Injury.
On a 16+, they are dead. Otherwise, they are criti-
cally injured and will die without medical attention.
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Rolling with Dis/Advantage.

When making a d20 roll, keep a track of all factors
which afford a Disadvantage or Advantage. These fac-
tors should be easy to spot in natural language, but
might also be called out in the text.
Advantages and Disadvantages cancel each other out.
Once all factors are considered, follow one of the
procedures below:

• Advantages and Disadvantages cancel one another
out. Roll 1d20.

• Remaining Advantages. Roll 1d20 and a number of
d6s equal to the number of remaining Advantages.
Add the highest rolled value of d6s to the d20
roll.

• Remaining Disadvantages. Roll 1d20 and number of
d6s equal to number of remaining Disadvantages.
Subtract the highest rolled value of d6s to the
d20 roll.

Sources of Dis/Advantages include things such as po-
sition, training, traits, equipment, weapons, assis-
tance, elevation, weather, light levels, blessings,
curses, illness, psionic destabilisation or injuries.

Hand-to-Hand.

Both combatants roll a d12 and add relevant modifiers.
Highest roll wins.

• If the difference between them is 1 or less, both
are Injured and make an Injury Check.

• If the difference is 2-3, the victor is Injured.
The defeated is Injured and makes an Injury Check.

• Is the difference is 4+, the defeated is Injured
and makes an Injury Check.

If multiple opponents engage a single person, all roll
d12s. Take the highest roll for the group. If they
win, all inflict Injuries and cause Injury Checks.
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Training.

Combatants compare their relative levels of effective-
ness. The difference between them is added to the more
skilled combatant.

0 Untrained.
1 Drilled/Blooded.
2 Trained/Experienced.
3 Veteran.
4 Elite/Hardened.
5 Trained with Masters/Natural Born Killer.
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Weapons.

Weapons have three values.

• Reach. Compare the Reach values of both weapons.
Add the difference between them to the d12 roll
of the combatant with the longest weapon.

• Lethality. Applied to any Injury Checks caused
by the weapon.

• Fragility. This is the chance that the weapon
breaks. This is rolled each round the weapon is
used.

Weapon Reach Lethality Fragility

Fist 0 -5 1-in-10
Keys in a Fist 0 -4 2-in-6
Knuckle Dusters 0 -3 1-in-12
Brick 1 -2 2-in-6
Bottle, Broken 1 +0 3-in-6
Baton, Kosh 2 -2 1-in-10
Rock in a Sock 2 -3 3-in-6
Bottle, Whole 2 -2 4-in-6 †
Wrench 2 -2 1-in-8
Chair Leg 3 -3 3-in-6
Hammer 3 +0 1-in-8
Length of Pipe 3 -1 2-in-6
Baseball Bat 4 -1 1-in-8
Length of Chain 4 -2 2-in-6
2x4, Pool Cue 5 -2 3-in-6
2x4 with Nails In 5 -1 4-in-6
Chair 5 -3 4-in-6
Trash Can 5 -3 2-in-6
Pocket Knife 1 +0 1-in-8
Knife 2 +2 1-in-12
Dagger 2 +3 1-in-20
Machete/Hatchet 3 +4 1-in-12
Sword 4 +5 1-in-20
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† If a bottle breaks the same turn it hits someone,
the attack has a lethality of 2. The wielder has a
3-in-6 chance of taking an injury as their hand is
filled with glass, reduced by their training to a
minimum 1-in-6.

Obviously, there are many more improvised weapons.
For example, a pint glass might be like a bottle with
less reach and lethality.
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Grappling

Victorious unarmed combatants can elect to grapple
instead of causing an Injury Check. When grappling,
they roll 1d6 and consult the table below. They may
do any of the actions listed at the value rolled or
below. (e.g. rolling a 4 means actions 1,2,3 or 4 are
available.) Skilled grapplers add +1.

1. Shove or Go to Ground.
2. Slam.
3. Throw.
4. Joint Lock.
5. Pin.
6. Choke.

Shoving does just that, propelling the victim away.
If they collide with any object, there’s a 3-in-6
they fall, possibly injuring themselves.
Going to Ground means both combatants hit the ground.
The victor gets a +2 on the next round of combat
against that combatant.
Slams involve striking objects with the grappled per-
son and maintaining a grip. This triggers an Injury
Check, with the referee determining lethality 3. The
victor gets +3 on the next round of combat against
the grappled combatant.
Throws launch the grappled combatant. They have a 5-
in-6 chance of falling, and anyone else they hit has
a 3-in-6. Those falling take Injury Checks, modified
by their environment.
Joint Locks disable a limb - usually one holding a
weapon. A break can be forced on a 2-in-6. This, of
course, is an injury.
Pins disable the victim totally. They are disarmed
in the process.
Chokes Down the grappled if not interrupted immedi-
ately. They are powerless in this process.

3Wood, furniture -3. Concrete, brick, floors, walls, -2. Metal
-1. Glass 0.
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Edge Cases.

Explosives.

Resolve as Shooting against all in the blast radius.

• Those in the kill-zone automatically receive 1d6
Injuries. They add +8 to be Shot and +6 to the
Injury Check.

• Those in the shrapnel-zone automatically receive
1d6-2 Injuries. They Add +6 to be Shot and +4 to
the Injury Check.

• Those in the tertiary-zone add +4 to be Shot and
+2 to the Injury Check.

Suppression.

When firing to suppress, no roll is required.
When a suppressed target attempts to take an action
which could expose them, roll 1d6. If the number
rolled is equal to or less than the number of people
firing to suppress, the target is shot. The number
rolled is how many individuals hit. Resolve each
separately, determining randomly which shooter hits.

If Suppression is at hidden or obscured targets, it
only has half effect (e.g. 2 people would have to
fire to have a 1-in-6 chance of shooting individuals
as they take action.)

Firing to suppress uses half the ammunition in a
weapon. Weapons without magazines or similar can-
not be used to suppress. If a shooter doubles their
ammunition expenditure, they count as 2 people firing.

Machine-guns and the like use only 1/10th of their
ammunition to suppress.
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Shooting a Charging Person

Those with a drawn firearm can try to shoot individuals
charging at them out of initiative order. Attempting
this means they forgo they turn.

• If they are already pointing the weapon, they
have a 4-in-6 of getting 1d6 shots off at them,
resolved normally.

• If attempting to draw and shoot a handgun, they
have a 2-in-6 of getting 1d6 shots off at them
with Disadvantage.

• If attempting to draw and shoot a long arm, they
have a 1-in-6 of getting a shot off at them with
Disadvantage.

Non-Violence.

When discussion and common sense is insufficient to
resolve an issue, roll 1d20 and try and score over a
Difficulty Value. This DV is set by the Handler and
stated publicly - they should be able to justify this,
excluding any hidden difficulties unbeknownst to the
characters.
This roll is subject to Dis/Advantages, which might
come from training or the situation.
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Characters.

Characters are defined by their competencies. Some of
these will be broad - a job role or archetype - whilst
others will be specific. Competent characters have a
job and 3-6 skills. Newer, inexperienced characters
will have less.

More fantastical games might have Traits or similar
too; Exceptional Strength, Amazing Agility and so on.

After notable experiences, players record these on
their character sheet. The referee can also dictate
that an experience must be recorded. These Experi-
ences are invoked to give Dis/Advantage. Characters
may have a maximum of 5 experiences, erasing old ones
if desired - or required.

Characters will also accumulate injuries and skills
through adventure and training. Skills should take
a significant investment to develop, whilst injuries
happen in an instant. For a lighter, pulpier game,
grant skills after each ‘adventure’ or major obsta-
cle. Injuries will recover after one or two such
excursions. More dour games will require in-world
time spent training, researching and practice. Whilst
training a skill, it grants Advantage like any other.
You’ll have to research the healing time for injuries,
and consider what impacts they’ll have.

Where important, you may want to generate the back-
ground details of the characters. Over-defining this
can lead to ‘solved’ character who are uninterest-
ing, but having some concrete details to riff is very
useful.
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Making it Yours.

These rules were developed as needed - in the vernac-
ular style. Think less of what you want to achieve
and more of what you need to run your game. Avoid
building any further than that - channel that energy
into making more content for your game. That said,
some of the things you’ll want to consider up front:

• What are the primary definitions of characters?
• Do characters have anything beyond skills and
primary definitions?

• Will there be a provided skill list or should
players just determine their own skills?

• Do they need a defined background prior to play?
• Are you sure?
• What can I steal from other games to make this
easier?

This release of Violence comes packaged with several
adventures and “completed” rulesets, taking the above
and developing it with the components needed to run
specific scenarios and campaigns.
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